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NOTE: Always turn the console power switch off when inserting or removing 
an ATARI® Game Program™ cartridge. This will protect the electronic com- 
ponents and prolong the life of your ATARI Video Computer System™ game. 
Manual, Program, and Audiovisual © 1979, ATARI, INC. 
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1. USING THE CONTROLLERS 





Use your Keyboard Controllers with 
this ATARI® Game Program™ car- 
\ridge. Be sure the Keyboard Con- 


trollers are firmly plugged into the 
CONTROLLER jacks at the back of 
your ATARI Video Computer 
system™ game. For one-player 
games, use the Keyboard Con- 
troller plugged into the LEFT CON- 
TROLLER jack. 


Use of the Keyboard Controller 
varies from game to game. See the 
individual game variations for the 
appropriate use of the Keyboard 
Controllers. 


2. CONSOLE CONTROLS 


GAME SELECT SWITCH 


Use the game select switch to 
select the game number you wish 
to play. The game number changes 
at the top, left side of the screen. 


GAME RESET SWITCH 

When you have selected the game 
number you wish to play, press 
game reset to start the game. 


DIFFICULTY SWITCHES 


Again, see the individual game 
variations for the appropriate use of 
the difficulty switches. 


TV TYPE SWITCH 

vet this switch to color if you have 
a color television set. Set it to b-w if 
you are playing the game in black 
and white. 


3. GAME VARIATIONS 


TOUCH ME™ 
Games 1 to 4 


The computer plays a “sequence of 
tones” which you must match, 
starting with one tone and adding a 
new tone to the sequence each 
lime you enter correctly. 





As the computer is playing the se- 
quence, the word WAIT will appear 
at the top of the screen. When the 
computer says GO, it is your turn to 
match the tone sequence. If you 


ee 
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miss the tt agoktad the computer 
will say WAIT, repeat the sequence, 
and credit you with a ‘‘miss'', Four 
“misses” (or correctly following a 
sequence of 32 tones) completes 
the game. 


The number in the box at the top of 
the screen is the number of tones 
that have been correctly played. 


In two-player games, the players 
alternate. As one player enters the 
sequence correctly, a new tone will 
be added for the other player. The 
computer will say GO underneath 
the score of the player whose turn 
itis. The game ends when either 
player reaches four “‘misses’’, or if 
both players correctly complete a 
32-tone sequence. 











DIFFICULTY SWITCHES 


In the a position, the player will not 
hear the entire tone sequence, but 


only the new tone that is added. If a USING THE KEYBOARD 





miss is made, the computer will +4 

then play the entire sommes. Inb CONTROLLER 

position, the tone sequence is As shown in the diagram above, the 
repeated each time, with the new six boxes at the bottom of the 

tone added. screen correspond to numbers 1 to 


6 on your controller. In the 9-tone 
games, the nine boxes at the bot- 
tom of the screen correspond to 
the numbers 1 to 9 on your 
Keyboard Controller. 
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COUNT ME™ 
Games 5 to 8 


Play this game like TOUCH ME™. 
The computer will play a sequence 
of digits to be matched in order. 
The computer adds a new digit to 
the sequence when you correctly 
follow the sequence. 


When the computer shows you the 
sequence in the box at the center 
of the screen, the word WAIT will 
ares When the computer says 
it is your turn to match the se- 
quence. If you miss, the computer 


willsay WAIT, repeat the sequence, 


and credit you with a “miss”, Four 
misses’ (or correctly following a 
sequence of 32-digits) completes 
the game. 


The number in the box at the top of 
the screen shows the number of 
digits in the sequence that you 
have correctly followed. 


Players alternate for two-player 
games. As one player correctly 
identifies the sequence, a new digit 
is added for the next player. The 
computer will say GO underneath 
the score of the player whose turn 
it is. The game ends when either 
player scores four ‘misses’ or if 
both players correctly complete a 
sequence of 32-digits. 


USING THE KEYBOARD 
CONTROLLER 


As the computer generates the se- 
quence, enter the digits, in order, 
by pushing the corresponding 
number on your Keyboard Con- 
troller. 








DIFFICULTY SWITCHES 


When your difficulty switch is in the 
D position, the computer will show 
you the complete sequence of 
digits to be followed. In the a posi- 
tion, the computer will not show the 
entire sequence, but only the digit 
that has been added. |f a ‘'miss” is 
made, the computer will then re- 
fresh your memory by showing the 
entire sequence. 


Games 9 and 10 


In these one-player games, the | 
computer will display a set of four 

objects in the center column. While | 
the computer makes a distracting 

noise, try to memorize the order of 

the objects from top to bottom. The 
computer then scrambles the 

order, moves them to the lefthand 

column, and gives you twenty 

seconds to remember their original 

order 
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In Game 9, you have four seconds 
to memorize the original order of 
the objects, in Game 10 you have 
1 Ve-seconds. 


lf your guess is incorrect or the 
time runs out, the computer will 
show you the correct answer in the 
lefthand column, before showing 
the next set of objects. 


You get one point for each object 
placed in the correct position and a 
yONUS SCOre based on the time 
taken to remember all the objects. 
Five sets of objects are a game. 


USING THE KEYBOARD _ 
CONTROLLER 


Each row of numbers on your con- 
troller corresponds with one of the 
boxes on the screen. For example, 
row one (numbers 1-2-3) cor- 
responds with the top box; row two 
(numbers 4-5-6) corresponds with 
the second box, etc, If the first ob- 
ject in the center column was 


Keyboard 
Controller 
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scrambled to the second box in the 
left colurnn, push a button in row 
two of your Keyboard (number 4, 5, 
or 6). That object will appear in the 
righthand column in the first box. 
Continue making selections in this 
way. 








Each object can be selected only 
once. 
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DIFFICULTY SWITCHES 

In these games, the left difficulty 
switch affects the Bonus Scoring. 

In the a position, the Bonus Score 
added to your correct guesses is 
one-half the timer value. In the b 
position, the Bonus Score is equal 
to the timer value. The right Difficul- 
ty Switch has no effect. 


The best possible score in the a 
position is 45; in b the best possible 
score is 70. 





FIND ME™ 
Games 11 to 14 


The computer generates a set of 
four objects on the screen, All, ex- 
cept one, are identical. Your score 
is based on the time taken to find 
the one dissimilar object. 





You can continue to enter guesses 
until the timer runs out, The correct 
answer will show in the box at the 
top of the screen, There are five 
sets of objects per game. In Games 
11 and 13 you have 20 seconds to 
find the dissimilar object: in Games 
12 and 14 you have only 5 seconds. 


In the one-player games, using the 
left controller, try to improve your 
score with each game. In two- 
player games, each player is com 
peting to find the same dissimilar 
object and score first. 





USING THE KEYBOARD 
CONTROLLER 


Each row of numbers on your con- 
troller corresponds with one of the 
boxes on the screen. For example, 
row one (numbers 1-2-3) cor- 
responds with the top box: row two 
(numbers 4-5-6) corresponds with 
the second box, etc. If the 
dissimilar object is in the fourth box 
push a button in row four (*-0-#) of 
your controller. The correct solu- 
tion to the above diagram is 3. 












Keyboard 
Controller 
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DIFFICULTY SWITCHES 


The scoring is affected by the dif- 
ficulty switches. In the b position, 
the player gets the full value of the 
timer added to his score. In the a 
position, the player gets one-half 
the timer value added to his score. 
Best possible score for position a is 
25, position b is 50. 


ADD ME™ 
Games 15 to 18 


A set of digits is generated by the 
computer, You score by adding the 
digits and entering the sum before 
the timer runs out. The correct 
answer will appear in the box at the 
top of the screen. There are five 
sets of digits per game. 

With the left controller, continue to 
practice on the one-player games. 
In the two-player games, each 


player is trying to enter the sum of 
ne same set of digits and score 
inst. 


Games 15 and 17 give you twenty 
seconds to find the sum of four 
digits. Games 16 and 18 give you 
five seconds to find the sum of five 
digits. 


USING THE KEYBOARD 
CONTROLLER 


The player using the a position on 
the difficulty switches will receive 
one-half the timer value added to 
his score. In the b position, the full 
value of the timer is added to the 
score. Best possible score for b 
position is 50; best possible score 
for a position is 25. 
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PLAY ME™ 
Game 19 


Your Keyboard Controllers become 
musical instruments. Each button 
on the controller generates a dif- 
ferent musical note, allowing you to 
play songs. If both controllers are 
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used, duets can be played on your 
Video Computer System game. The 
difficulty switches have no effect on 
this game. 


Keyboard 
Controller 


4. PLAY ME SONG BOOK 


Press the numbers on your 

Keyboard Controller in order. 
Numbers that are underlined 
should be held for that count. 


Happy Birthday 
9.9-8-9-6-7-7-7/9-9-8-9-5-6-6) 
9-9-2-4-6-7-8/3-3-4-6-5-6-6, 





Twinkle Twinkle Little Star 
9-9-5-5-4-4-5-5/6-6- 7- 7-6-B-9-9/ 
5-5-6-6-7-7-8-8/5-5-6-6-7- 7-8-8) 
9-9-5-5-4-4-5-5/6-6-7-7-8-8- 9-9, 
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Row Your Boat 











Three Blind Mice (round song) 
7-7-8-8-9-9-9-9/7-7-8-8-9-9-9-9/ 9-9-9-9-8-7-7-7/7-8-7-6-5-3-5-5/ 
5-5-6-6-7-7-7-7/5-5-6-6-7-7-7-7/ nothing / nothing 
§-2-3-4-3-2-5-5/5-2-3-4-2-3-5-5/ 
7-7-8-8-9-9-9-9/7-7-B-8-9-9-9-9, 2-2-2-2-5-5-5-5/7-7-7-7-9-9-9-9) 

9-9-9-9-9-9.9-9/9-9-8-8-7-7-7-7/ 
For two people to play duets, the 
right controller plays the first line, 5-6§-7-8-9-9-9-9/9-9-9.9-9.9-9-9/ 
the left controller plays the second 7.8-7-6-5-5-5-5/2-2-2-2-5-5-5-5 


ine, 


9-9-8-8-7-7-7-717-B-7-6-5-5-5-5. 
7-7-7-7-9-9-9-9/5-6-7-8-9-9-9-9. 





5. GAME SELECT MATRIX 


players. Use 
your controllers 
| to play tunes. 





GAME PROGRAM™ CARTRIDGE 

LIMITED NINETY DAY WARRANTY 
ATARI, ING. (“Atari”) warrants {o the original consumer purchaser that yourATART® Game Program cartridge 
ia free from any defects inmaterial or workmanship for aperiod of ninety days from the date of purchase. If any 
such defect is discovered within the warranty period, Alari's sole obliga on will be to replace (he cartridge 
freeo! charge on receipt of the cartridge (charges prepaid, if mailed orshipped) with proof of date of purchase 
at either the retail store where (he cartridge was purchased or at one of the ATARI Regional Service Centers 


lieted below: 
Atari, Inc. Atari, Inc. 
idl2 Crossman Ave, 43 Belmont Dr. 
Sunnyvale, CA 94086 Somerset, NJ 08873 
Atari, line. Atari, Inc. 
5400 Newport Dr. 2109 East Division St. 
Sulte 1 Arlingion, TX 76001 
Rolling Meadows, IL 60008 


This warranty shall not apply if the cartridge (i) has been misused or shows signs of excessive wear, ()!) has 
been damaged f being used with var! ‘oducts not supplied by ATARI, or (lil) has been damaged by being 
serviced of modified by anyone other than an ATARI Regional Service Center. 

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND 
FITNESS, ARE HEREBY LIMITED TO NINETY DAYS FROM THE DATE OF PURCHASE. CONSEQUENTIAL 
OR INCIDENTAL DAMAGES RESULTING FROM A BREACH OF ANY APPLICABLE EXPRESS OR IMPLIED 
WARRANTIES ARE HEREBY EXCLUDED. 

Some states do not allow limitations on how long an implied warranty lasts or do not allow the exclusion or 
limitations of incidental or consequential damages, so the above limitations or exclusions may not apoly to 
you. 

This warranty gives you specific legal rights and you may also have other nights which wary from state to 





state. 
A Warner Corizniutunations Conpainy 
ATARI. INC., Consumer Division 
PO. Box 427. Sunnyvale, CA 94086 


CO16943-64 REV. 1 








